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TRADEMARKS OF ATARI 


The following are trademarks of Atari, Inc, 
ATARI 

ATARI 400 Home Computer 
ATARI 800 Home Computer 
ATARI 410 Program Recorder 
ATARI 810 Disk Drive 
ATARI 820 40-Column Printer 
ATARI 822 Thermal Printer 
ATARI 825 80-Column Printer 
ATARI 830 Acoustic Modem 
ATARI 350 Interface Module 


********************************************************************************** 

Distributed by 

The ATARI Program Exchange 
P, O. Box 427 

155 Moffett Park Drive, B-l 
Sunnyvale, CA 94036 

To request an APX Software Catalog, write to the address above, or call toll-free! 

800/533-1862 (outside California) 
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Or call our Sales number, 403/745-5535. 
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INTRODUCTION 


OVERVIEW 

BLACKJACK CASINO conforms to the standard game of Blackjack, for many years a worldwide 
favorite. But BLACKJACK CASINO also lets you double down when you have fewer than 12 
points, split pairs (in games of one or two players), and take insurance when the 
dealer's face-up card is an ace. In addition, it uses the five-card Charlie rule (any 
player holding five cards without exceeding 21 automatically wins against the dealer). 

You use your joystick controller to enter your initial stake, your bet, and all your 
playing decisions. You can restart the game at any time and, should you be so unfortunate 
as to require more money, you can add money to your stake during the game. Depending on 
their luck and skill, players will come and go, but the dealer is blessed with unlimited 
funds, and BLACKJACK CASINO will provide unlimited hours of entertainment! 


REQUIRED ACCESSORIES 

Cassette version 
8KRAM 

ATARI 410 Program Recorder 

Diskette version 
24KRAM 

ATARI 810 Disk Drive 
One ATARI Joystick Controller per player 


CONTACTING THE AUTHOR 

Users wishing to contact the author about BLACKJACK CASINO may write to him at? 

5904 S. Logan Street 
Littleton, CO 80121 



GETTING STARTED 


LOADING BLACKJACK CASINO INTO COMPUTER MEMORY 

1. Remove any program cartridges from the (Left Cartridge) slot of your computer. 

2. Plug one joystick controller per player into the controller jacks at the front of the 
computer, starting with the leftmost jack. 

3. If you have the cassette version of BLACKJACK CASINO* 

a. Have your computer turned OFF. 

b. Insert the BLACKJACK CASINO cassette into the program recorder's cassette holder 
and press REWIND on the recorder until the tape rewinds completely. Then press PLAY 
to prepare the program recorder for loading the program. 

c. Turn on the computer while holding down the START key. 

d. When you hear a beep, release the START key and press the L key (for "luck"). The 
program will load into computer memory and start automatically. 

If you have the diskette version of BLACKJACK CASINO! 

a. Have your computer turned OFF. 

b. Turn on your disk drive. 

c. When the BUSY light goes out, open the disk drive door and insert the BLACKJACK 
CASINO diskette with the label in the lower right-hand corner nearest to you. (Use 
disk drive one if you have more than one drive.) 

d. Turn on your computer and your TV set. The program will load into computer memory 
and start automatically. 
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FIRST DISPLAY SCREEN 


When the program has loaded into computer memory, the screen displays a summary of game 
rules and joystick movements, along with a prompt to type in the first player's name) 


ATARI BLACKJACK CASINO 

DEALER HITS SOFT 17 $300 LIMIT 

INSURANCE PAYS DOUBLE 5 CARDS WIN 


BET -> * 100 

SURRENDER -> 

* DOUBLE 

25 + 

1 

NO + YES 

5 


SPLIT 

Please enter 

your nane then 

press RETURN 

Figure 1 

First Display 

Screen 


TYPING IN PLAYER'S NAMES 

Type in the first player's name (up to eight letters) and press the RETURN key. (You can 
correct mistakes with the DELETE/BACK S key anytime before pressing the RETURN key.) Then 
press the SELECT key for each additional player (up to four can play at a time) and type 
in a name in response to the program's prompt. 
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PLAYING BLACKJACK CASINO 


STARTING THE PROGRAM AND ENTERING STAKES 

When you're ready to have the dealer deal the first hand, press the START key and enter 
your stake. A message, USE JOYSTICK TO ENTER YOUR STAKE displays, along with a prompt 
STAKE? next to each player's name. Each player uses his joystick to specify his stake. 

The joystick movements correspond to these money decisions: 


Unbet ->* 


100 

A 


i 

I 


1 


v 

5 

Figure 2 Joystick Movewents for Money Decisions 


When the message STAKE? displays next to your name, enter any of the decisions in 
Figure 2. Push the joystick repeatedly and in as many directions as necessary to indicate 
your desired stake. 

Press the red trigger button to cancel the last increment of your stake. Press the 
trigger button twice to cancel your entire stake. 
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USING BLACKJACK CASINO 


PLACING YOUR BETS 

After each player enters his stake, the dealer automatically shuffles the deck (the 
message SHUFFLING flashes during this time), Then the first display screen redisplays 
with a BETS? prompt next to each player's name. Each player uses his joystick to place 
his bet in the same way he indicated his stake, Initial bets have a $300 limit. In 
addition, you can't bet more money than you have in your stake! Doubling down and 
splitting pairs may result in higher bets if your stake permits. 


PLAYING YOUR HAND 

After a brief period, the dealer automatically displays his hand at the top of the screen 
and each player's hand below, The dealer then asks each player whether he wants to be hit 
(add another card to his hand). The prompt HIT? displays next to the player's name. 
Players use the joystick to enter a decision. The joystick movements correspond to these 
card playing decisions: 


Double down 

A 

Surrender-!?-* I 


No <--> Yes 

I 


v 

Split 

Figure 3 Joystick Hovertents for F’ley Decisions 


You may make any of the play decisions shown in Figure 3. However, after taking your 
first hit in any hand, you may respond only with NO and YES for the remainder of the 
hand. 

While cards display on the TV screen, you can press the SPACE BAR on the computer 
keyboard to review briefly the first display screen of game rules and joystick movements. 


STARTING OVER AND INCREASING YOUR STAKE 

If, during the game, you wish to start over again, press the START key. To add money to 
your stake, press the SELECT key. In both cases, the program responds after the current 
hand is completed. 
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If you're already familiar with Blackjack game rules, skip over the next section and go 
on to the Casino Options. 


BLACKJACK RULES OF FLAY 

1. The cards are shuffled. 

2. The player places a bet. 

3. The dealer (the computer) deals two cards to each player and two cards to himself, one 
being face down. 

4. Each player evaluates his hand. Each face card counts 10 points. Aces count 1 or 11. 
All other cards count their face value. If you have a 21 count on the first two cards, 
you have a Blackjack and the dealer pays you one and a half times your bet. 

5. The dealer evaluates his cards. If he has 21, he'll turn over his face-down card and 
collect bets from players whose two-card total is less than 21. 

6. If the dealer doesn't have 21, he asks each player if the player wants additional 
cards (HITS). Your object is to win your bet. If your total count exceeds 21, you lose. 

You win if, after you and the dealer have taken the additional cards desired, your count 
exceeds that of the dealer but is less than 22, 

7. The dealer takes additional cards according to fixed rules. If his count is 16 or 
less, he takes a hit. If his count is 17 or more, he stands (takes no more cards). If he 
has a "soft 17" (one with an ace counting 11), he takes a hit. 

8. If the dealer's count exceeds 21 (BUST), all remaining players win. Otherwise, all 
remaining players win whose count exceeds the dealer's, 

9. The deader reshuffles the deck as necessary and deals another hand. 


CASINO OPTIONS 
Double down 

If you have less than 12 points, you may double your bet and receive one face-down card. 
The card is turned over after the hand is finished to determine the winner, 

Split pairs 

Pair splitting is allowed only in one- or two-player games. If the dealer deals you a 
pair (face cards are all considered tens when determining pairs), you may split the pair 
and make a bet equal to the original on your second hand. You then play the resulting two 
hands in the usual way, (Note. A Blackjack occurring after a split counts as 21', it 
doesn't receive the bonus (1 1/2 times the bet) payoff.) 
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Insurance 


When the dealer's face-up card is an ace, you're offered the opportunity to insure your 
bet against a possible dealer Blackjack, This is a side bet that the dealer has 21, which 
pays 2 to 1. If the dealer does have 21, you keep your bet and get back the insurance 
money. If he doesn't have 21, you lose the insurance money and the play of the hand 
continues. 

Five-card Charlie 

Any player receiving five cards without going over 21 wins! 

Surrender 

If, after looking at your first two cards and the dealer's face-up card, you decide you 
can't win, you may throw in your hand (SURRENDER) and lose half your bet, 
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SUGGESTED STRATEGY 


Blackjack systems abound# The latest systems involve counting cards, with emphasis on the 
number of face cards (joker, queen, and king) that have been played. Whether these 
systems have produced winning Blackjack players or confused losers is subject to 
conjecture. Below is a simple, effective strategy guaranteed not to lose you a fortune if 
you apply it judiciously, 


TAKING HITS 

1. If the dealer shows 6 or less, you stand on 12 or more. 

2. If the dealer shows 7 or more, you stand on 17 or more. 


DOUBLE DOWN 


1. If you have 11, always double down. 

2. If you have 10, double down when the dealer shows 9 or less. 

3. If you have 9, double down when the dealer shows 5 or 6. 

SPLITTING PAIRS 


1. Never split 4's, 5's, or 10's. 

2. Split 9's if the dealer shows 8 or less. 

3. Split 3's if the dealer shows 7 or less. 

4. Split 7's if the dealer shows 5 or 6. 

5. Split 6's if the dealer shows a 6. 

6. Split 2's and 3's if the dealer shows 4, 5, or 6. 


INSURANCE 

If you've been watching for face cards and have noted their absence, take insurance. 
Otherwise, forget it. Insurance is a separate bet and has no bearing on whether you have 
a good hand. 


SURRENDER 

Don't surrender! If you feel like a loser, it may be past your bedtime. 


BETTING 

If you've noticed relatively few face cards, increasing the size of your bets slightly 
might be advantageous. This is the basis of the card counting systems. The practice of 
reshuffling the deck early and the temptation to bet wildly negate this supposed 
advantage. 
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FURTHER READING 


A visit to your local public library will introduce you to a variety of playing 
strategies. Beware of sure-fire systems! The house always has the advantage. 
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DISCLAIMER OF WARRANTY AND LIABILITY ON COMPUTER PROGRAMS 


Neither Atari, Inc. ("ATARI"), nor its software supplier, distributor, or dealers 
make any express or implied warranty of any kind with respect to this computer 
software program and/or material, including, but not limited to warranties of 
merchantability and fitness for a particular purpose. This computer program software 
and/or material is distributed solely on an "as is" basis. The entire risk as to the 
quality and performance of such programs is with the purchaser. Purchaser accepts 
and uses this computer program software and/or material upon his/her own inspection 
of the computer software program and/or material, without reliance upon any 
representation or description concerning the computer program software and/or 
material. Should the computer program software and/or material prove defective, 
purchaser and not ATARI, its software supplier, distributor, or dealer, assumes the 
entire cost of all necessary servicing, repair, or correction, and any incidental 
damages. 

In no event shall ATARI, or its software supplier, distributor, or dealer be liable 
or responsible to a purchaser, customer, or any other person or entity with respect 
to any liability, loss, incidental or consequential damage caused or alleged to be 
caused, directly or indirectly, by the computer program software and/or material, 
whether defective or otherwise, even if they have been advised of the possibility of 
such liability, loss, or damage. 


LIMITED WARRANTIES ON MEDIA AND HARDWARE ACCESSORIES 

ATARI warrants to the original consumer purchaser that the media on which the 
computer software program and/or material is recorded, including computer program 
cassettes or diskettes, and all hardware accessories are free from defects in 
materials or workmanship for a period of 30 days from the date of purchase. If a 
defect covered by this limited warranty is discovered during this 30-day warranty 
period, ATARI will repair or replace the media or hardware accessories, at ATARI'S 
option, provided the media or hardware accessories and proof of date of purchase are 
delivered or mailed, postage prepaid, to the ATARI Program Exchange, 

This warranty shall not apply if the media or hardware accessories (1) have been 
misused or show signs of excessive wear, (2) have been damaged by playback equipment 
or by being used with any products not supplied by ATARI, or (3) if the purchaser 
causes or permits the media or hardware accessories to be serviced or modified by 
anyone other than an authorized ATARI Service Center, Any applicable implied 
warranties on media or hardware accessories, including warranties of merchantability 
and fitness, are hereby limited to 30 days from the date of purchase. Consequential 
or incidental damages resulting from a breach of any applicable express or implied 
warranties on media or hardware accessories are hereby excluded. Some states do not 
allow limitations on how long an implied warranty lasts, so the above limitation may 
not apply to you. Some states also do not allow the exclusion or limitation of 
incidental or consequential damage, so the above limitation or exclusion may not 
apply to you. 









ATARI PROGRAM EXCHANGE 


REVIEW FORM 


We're interested in your experiences with APX programs and documentation, both favorable and 
unfavorable, Many software authors are willing and eager to improve their programs if they know 
what users want. And, of course, we want to know about any bugs that slipped by us, so that the 
software author can fix them. We also want to know whether our documentation is meeting your needs. 
You are our best source for suggesting improvements! Please help us by taking a moment to fill in 
this review sheet. Fold the sheet in thirds and seal it so that the address on the bottom of the 
back becomes the envelope front. Thank you for helping us! 

1, Name and APX number of program_ 

2. If you have problems using the program, please describe them here. 


3. What do you especially like about this program? 


4. What do you think the program's weaknesses are? 


5. How can the catalog description be more accurate and/or comprehensive? 


6. On a scale of 1 to 10, 1 being "poor" and 10 being "excellent", please rate the following 
aspects of this program? 

_Easy to use 

_User-oriented (e.g„ menus, prompts, clear language) 

_Enjoyable 

_Self-instructive 

_Useful (non-game software) 

_Imaginative graphics and sound 


7. Describe any technical errors you found in the user instructions (please give page numbers). 



8, What did you especially like about the user instructions? 


9. What revisions or additions would improve these instructions? 


10. On a scale of 1 to 10, 1 representing "poor" and 10 representing "excellent", how would you 
rate the user instructions and why? 


11. Other comments about the software or user instructions? 


ISTAMFI 


ATARI Program Exchange 
P.O. Box 427 

155 Moffett Park Drive, B-l 
Sunnyvale, CA 94086 


[seal here] 








